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Abstract 
Audiovisual translation is a different form of translation in that visual aspects of an image need to be taken into consideration. 
The aims of the current study were 1) investigating the factors of using adaptation strategy in Persian translation of “Half life 2” 
and 2) identifying the ideologies that the use of adaptation strategy factors indicates in the society. To this end, first a corpus of 
expressions of a videogame called “Half life 2” and their Persian translations were selected and analyzed. Then, according to 
(Bastin’s, 2005) adaptation model, adaptation strategy factors were identified. Finally, the ideologies that the use of adaptation 
strategy factors indicates in the current society were recognized. The findings revealed that in addition to the adaptation factors in 
(Bastin’s, 2005) model, politeness was also regarded as an adaptation strategy factor. The reasons for using politeness were 
“euphemism” and “showing power”. The findings indicated that since videogames are deductive (as cited in Orero, 2004), 
euphemism has been used as a way to regard politeness in adaptation strategy. The findings also showed that translating the 
expressions into imperative sentences in the translation of the videogames represent the power of the main character. 
© 2015 The Authors. Published by Elsevier Ltd. 
Peer-review under responsibility of Academic World Research and Education Center. 
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1. Introduction  
Audiovisual translation, as a branch of descriptive study, has a significant place in translation studies (as cited in 
Orero 2004). Audiovisual texts are multimodal which are concerned with translating language, color, image and 
perspective into another culture (Perez Gonzalez, 2008). Audiovisual products have been divided into two important 
clusters: subtitling and dubbing until the mid of 1990s (Luyken et al., 1991). Since then, the volume of the programs 
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has been increased and generally audiovisual translation has been grown (Perez Gonzalez, 2006). 
Although translation studies include oral and written translation, audiovisual translation needs to find its proper 
position in this area (Varela, 2002). In this relation, many scholars attempt to bridge the gap between audiovisual 
translation and translation studies (Remael, 2000). Audiovisual translation is different from text translation as Varela 
(2002) believes that it is opposed to oral and written translation. 
As it is mentioned, in the translation of audiovisual texts both speaking content and visual aspects need to be 
considered. According to Varela (2002) there are some constraints for the translators in this field such as cohesion 
between verbal and visual texts, synchronization in dubbing products and considering the feelings that need to be 
communicated through voice, intonation, etc.  
Considering the above mentioned constraints, “localization” has been recognized as a way in order to deal with 
the constraints. “Localization” is a concept which comes from “adaptation” of source and target language and 
culture (Pym, 2010). In this relation, “localization” is considered more beyond the translation in which people 
perceive a task different from culture to culture (Diaz Cintas & Anderman, 2009). In addition, Diaz Cintas (2009) 
argues that language indicates the culture and culture is indicated through the language. Therefore, the translators 
need to consider both language and culture.  
Finally, it should be noted that adaptation as a translation strategy can be defined in a technical way. As a 
definition “adaptation” occurs when the context of original culture does not exist in the target culture (Bastin, 2005). 
Moreover, translating videogames as a part of multimodal texts need special norms and adaptation. Therefore, the 
current study aims to 1) investigate the factors of using adaptation strategy in Persian translation of “Half life 2” and 
2) identify the ideologies that the use of adaptation strategy factors indicates in the current society of Iran. 
 
2. Literature review 
 
2.1.  Audiovisual translation  
Many scholars studied in audiovisual translation area and a large number of publications have been presented. 
Orero (2004) believes that the number of publications and academic books in audiovisual translation indicates that it 
is a dynamic field in translation studies. He also claims that audiovisual translation includes all translations in any 
format and even the new fields like subtitling for deaf and hard of hearing. 
Remael, De Houwer and Vandekerckhove (2008) studied audiovisual translation as a discipline of translation 
studies as well. They claim that it was started in different forms such as partial dubbing, consecutive, voice over, 
off-screen narration, etc. They also believe that audiovisual translation is a form that overcomes both language and 
cultural boundaries and sensorial boundaries. 
According to Perez Gonzalez (2009) since audiovisual translation is for communication across borders, it needs 
to be transferred into both language and culture. He claims that audiovisual translation is under the influence of 
semiotic resources including image, color and music. In this relation, the term “constrained” was used for 
audiovisual translation during 1980s and since then the abbreviation “AVT” has been applied for audiovisual 
translation in academic studies. 
During 1960s, many studies have been done in two important fields of AVT, i.e. dubbing and subtitling. In this 
relation Fodor (1976) studied the synchronization of translation and lip movements of the characters. Additionally, 
Titford (1982) studied cohesion between image and text. In this regard Ointtinen (2000) argues that multimodal 
translation needs considering the art in translation studies (Lathey, 2006). 
In translating audiovisual texts, the terms “film dubbing” and “film translation” were used (Perez Gonzalez, 
2009). Orero (2004) believes that since radio translation is also a part of audiovisual translation, the term “screen 
translation” is applied for all the products of the screen as a general term. 
Gambier (2003) proposed the term “multimedia translation” which refers to the translation of software and 
internet programs. He also, focusing on the target culture, uses the term “transadaptation” to go beyond literal and 
free translation.    
(Tomaszkiewicz, 1993) offers eight translation strategies in audiovisual translation and believes that more than 
one strategy can be used in AVT. The strategies include omission, literal translation, borrowing, equivalence, 
adaptation, replacement of the cultural term with deictics, generalization and explication (Diaz cintaz, 2009). 
According to (Bastin, 2005; p.4), “adaptation is also associated with advertising and audiovisual translation.” He 
classifies adaptation strategies as follows: 
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Transcription of the original: word for word reproduction of part of the text in the original language, usually 
accompanied by a literal translation 
Omission: the elimination or implication of part of the text 
Expansion: the addition or explication of source information, either in the main body or in a foreword, footnotes 
or a glossary      
Exoticism: the substitution of stretches of slang, dialect, nonsense words, etc. in the original text by rough 
equivalents in the target language (sometimes marked by italics or underlining) 
Updating: the replacement of outdated or obscure information by modern equivalents 
Situational or cultural adequacy: the recreation of a context that is more familiar or culturally appropriate from 
the target reader’s perspective than the one used in the original  
Creation: a more global replacement of the original text with a text that preserves only the essential 
message/ideas/functions of the original (Bastin, 2005; p. 4). 
According to Varela (2002), recently, the other social factors such as race, class, gender, pragmatics and 
economics have been investigated in audiovisual translation. What is important to be investigated is the impact of 
ideology and its efficiency in audiovisual translation area.   
 
2.2.  Subdivisions of audiovisual translation  
According to Perez Gonzalez (2008), two significant mainstreams of audiovisual translation are subtitling and 
dubbing. In this regard, these subdivisions will be explained as follows: 
 
2.2.1. Subtitling  
One of the most widely used ways of audiovisual translation is subtitling which is defined in many different 
ways. According to Diaz Cintas & Remael (2007; p.4), a recently favorite translation mode is subtitling and is used 
to keep the original sound and change the spoken to written mode on the lower part of the screen. They claim that it 
is quicker and cheaper than dubbing. 
Additionally, considering the beginning of subtitling in 1929, Gottlieb (1992; p.166) presents ten kinds of 
different subtitling strategies. He also offers different terminologies including formal (quantitative) and textual 
(qualitative) constraints. Formal constraints refer to time and space constraints and textual constraints refer to the 
effect of visual contexts. 
 
2.2.2. Dubbing        
According to Chaume (2004), dubbing is a technical and artistic process which leads to removing original 
dialogue and substituting that with the recorded dialogue. What is important in dubbing is synchronization of lip 
movements of the screen images (Perez Gonzalez, 2008). Luyken et al (1991) also believes that the aim of the 
dubbed dialogue is to reproduce the dynamic of the original text considering delivery pace and lip movements. 
 
2.3.  Video game localization  
Comparing with other audiovisual products, videogames have a short history. According to Chandler (2006), 
nowadays videogames are developing through different language and culture. He believes in verbal and non-verbal 
aspects of translation. Verbal translation refers to linguistic and non-verbal translation refers to non-linguistic 
translation. 
According to (Munday, 2001), videogame translation is a merge of software localization and audiovisual 
translation. (Cintas and Remael, 2007) also believe that videogame translation needs to be adapted to the local 
gamers to be easy to use and understandable as well. In addition, (Mangiron and O’Hagen, 2006) suggest the term 
“game localization” in the forms of subtitling and dubbing. 
 
2.4.  Adaptation factors in audiovisual translation 
According to (Bastin, 2005), there are some factors (conditions) that cause the translators to apply adaptation as 
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follows: 
Cross-code breakdown: where there are simply no lexical equivalents in the target language  
Situational or cultural inadequacy: where the context or views referred to in the original text do not exist or do 
not apply in the target culture 
Genre switching: a change from one discourse type to another (e.g. from adult to children’s literature) often 
entails a global re-creation of the original text 
Disruption of the communication process: the emergence of a new epoch or approach or the need to address a 
different type of readership often requires modifications in style, content and/or presentation (Bastin 2005; p.5). 
 
2.5.  Politeness theory  
One of the most important debating subjects in linguistics is politeness theory which recently has been considered 
in different fields. Politeness theory has been investigated from different viewpoints. The most significant part of the 
study has been done by Brown and Levinson (1987). One of the main concepts in their theory is model person (MP) 
who is known as a speaker of a natural language. The concept of model person came from the (Goffman, 1967; 
p.306) who defines it as “the image of self delineated in terms of approved social attributes.” 
(Brown & Levinson, 1987) believe that “face”, as the key concept of the politeness theory, is the public self-
image that each member claims for himself. They argue that “face” is a culture bound concept and the social 
contexts that make people use some special utterances are universal. In this regard, “face” in this definition is 
divided as follows: 
Negative face: the want of every ‘component adult member’ that his actions be unimpeded by others. 
Positive face: the want of every member that his wants be desirable to some others. 
Moreover, “face” regards two other concepts in politeness theory including: “threatening” and “keeping”. The 
utterances which threaten the face of the hearer and speaker are known as “face threatening acts.” Politeness theory 
refers to the utterances that lead to keep the “face” of the hearer/ speaker in the interaction (Brown & Levinson, 
1987). 
Additionally, according to Brown and Levinson (1987) three important sociological variables are considered in 
politeness theory 1) “sociological distance” (D) between S and H, 2) The “relative power” (P) between S and H, and 
3) The “absolute ranking of impositions” (R) in the particular culture.  They believe that “distance” varies from 
situation to situation, “power” is related to the value of the role and “rank” is different in value. 
 
2.6.  Ideology in translation  
Recently the notion of “ideology” has been considered by a large number of scholars (Lathey, 2006). Mason (as 
cited in Baker 2010; p.83) believes that ideology is “the set of beliefs and values which inform an individual’s or 
institution’s view of the world and assist their interpretation of events, facts and other aspects of experience.”  
Moreover, according to (Hatim and Mason, 1990) “text”, in order to present rhetorical purposes, and “discourse”, 
in order to represent the meanings and values need to be taken into consideration (as cited in Munday, 2001). Lemke 
(2002) also argues that a discourse formation is not ideological, that is, it is not depended on its application in the 
social structure.  He maintains that a discourse formation is ideological to the extent that indicates the social power 
of the society on the others.  
Baker (2010) believes that semiotic systems holding ideology such as genre, discourse and texts need to be 
studied in the framework of ideology. She also claims that in the process of translation two different ideologies will 
be resulted. 
 
3. Methodology 
3.1. Materials  
In the current study, a corpus of expressions of an English videogame available in the internet called “Half life2” 
were selected and compared with their Persian translations. The reason for selecting “Half life2” was for using 
different expressions in the original text and the way of translation into Persian. A corpus of 1300 expressions has 
been analyzed in this study. 
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3.2 Procedures  
In this study, the researcher collected a corpus of 1300 expressions used in a videogame called “Half life2” and 
compared them with their Persian translations. In this regard, to address the first research question, i.e. to specify the 
factors of using adaptation strategy in Persian translation of videogame, according to Bastin’s (2005) model, the 
frequencies and percentages of the conditions (factors) that cause the translators apply adaptation strategy were 
computed and the most frequent conditions in adaptation of videogames were determined.  
Then, the reason to use the conditions of adaptation (i.e. the reasons that caused the translators apply the factors) 
was specified. 
Finally, to address the second research question, considering the most frequent factors used in the translation of 
the “Half life2”, the ideologies that the use of adaptation strategy factors indicates in the current society of Iran, 
were identified. 
 
4.Data analysis 
4.1 The frequencies and percentages of adaptation strategy in translation of “Half life2” 
     In this section, 1300 expressions were selected and analyzed randomly from a videogame called “Half life2” 
in order to specify adaptation strategy in the videogame. In table 1, the frequencies and percentages of using 
adaptation strategy was compared with other strategies. 
 
Table 1. The frequencies and percentages of adaptation strategy in translation of “Half life2” 
Translation strategies Frequency out of 1300 Percentage  
Adaptation  389 29.92% 
Other translation strategies  911 70.07% 
     
      As it is indicated in table 4.1, the percentage of using adaptation strategy was 29.92% and the percentage of 
using other translation strategies was 70.07%. 
 
4.2 The frequencies and percentages of adaptation factors used in “Half life2” according to Bastin’s (2005) model   
In this part, the frequencies and the percentages of adaptation factors were computed according to Bastin’s (2005) 
adaptation model out of 389 expressions used in the videogame “Half life2” in order to indicate the extent of applied 
adaptation factors. 
 
Table 2. The frequencies and percentages of adaptation factors used in “Half life2” according to Bastin’s (2005) model 
Adaptation strategy factors Frequency  Percentage  
Cross-code breakdown  64 16.45% 
Situational or cultural inadequacy 140 35.98% 
Genre switching 54 13.88% 
Disruption of the communication 
process 
59 15.16% 
politeness 72 18.50% 
 
As it is depicted in table 4.2, in addition to adaptation strategies mentioned in Bastin’s (2005) model, politeness 
expressions were also determined as a factor of adaptation strategy. In this regard, according to the above table, 
18.50% of the expressions were translated considering politeness theory concept as an adaptation strategy. 
Additionally, situational and cultural inadequacy with 35.98% had the highest frequency and genre switching with 
13.88% had the less frequency among the adaptation strategies factors.  
 
4.3 The frequencies and the percentages of the reasons for using politeness expressions  
In this section, the frequencies and the percentages of the reasons for using politeness expressions as an 
adaptation strategy were recognized out of 72 politeness expressions from among available data. The reasons 
included “using euphemism” and “showing power”. 
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Table 3. The frequencies and the percentages of the reasons for using politeness expressions in translation  
Politeness reason Frequency  Percentage  
Euphemism  24 33.33% 
Showing power 48 66.66% 
 
According to table 4.3, 33.33% of the expressions were used to indicate euphemism, and 66.66% of the 
expressions were used to show the power of the character.  
 
5.Discussion and conclusion 
As mentioned in the previous section, it was revealed that adaptation as one of the translation strategies in 
translating the expressions of videogames is effective and can be used by the translators. Adaptation strategy is 
applied in 29.92% of the expressions in different parts of the videogame.  
In this videogame the players are supposed to take the role of a character called “Gordon”. During the play, 
“Gordon” with two other characters “Doug” and “Alex” try to escape from a dangerous area. The following example 
is for using adaptation in the videogame.  
Jesus, Gordon, you’re a real terror!                                                 !یﺪﻧﻮﺳﺮﺗ ﻮﻨﻣ ﻮﺗ ،ﻥﻭﺩﺭﻮﮔ ،ﻦﻣ یﺍﺪﺧ 
     This example has been taken from a part of the game in which the main character who is a girl addresses the 
player who is at the role of “Gordon”. In this expression, the translator has used adaptation strategy to translate the 
word “Jesus” into “ﻦﻣ یﺍﺪﺧ” in Persian. 
     The following example has also been taken from another part of the game in which “Alex” as the main 
character addresses “Gordon”: 
I’ve got your back, Gordon.     
                                                  .ﻥﻭﺩﺭﻮﮔ ،ﻡﺭﺍﺩ ﻮﺗﺍﻮﻫ ﻦﻣ                          
     In the above example, the translator has also used adaptation strategy to make the expression understandable 
in target language and culture. 
In the next step, according to Bastin’s (2005) adaptation model the adaptation factors were investigated. The 
findings revealed that situational and cultural inadequacy had the highest frequency as an adaptation factor and 
therefore, it is the most frequent reason to use adaptation strategy. The following example represents an example of 
situational and cultural inadequacy adaptation strategy: 
  I’ll keep an eye on things.                                                                                   .ﺖﺴﻫ ﺶﻬﺑ ﻢﺳﺍﻮﺣ ﻦﻣ 
     The above example was expressed by the main character “Alex” who is a girl and is as a leader in the game 
along with the player in the role of “Gordon”.   
One of the reasons for using politeness as an adaptation strategy in 33.33% of the expressions is euphemism like 
the following example from “Half life2”:   
I’m going to be swamped!                                                                                     !ﻪﺨﻠﺗ ﻢﺗﺎﻗﻭﺍ ﺭﺍﺪﻘﻣ ﻪﻳ     As it is 
indicated in the above example, the main character “Alex” addresses to other two characters of the game “Gordon” 
and “Doug”. In this example euphemism is used in the translation and therefore, the findings of the study indicated 
that euphemism is used as a way to apply politeness.   
According to table 4.3, the other reason for using politeness as an adaptation strategy in 66.66% of the 
expressions is showing power as the following examples: 
Let’s get the monitor set up, so we can check in!                 !ﻢﻨﮐ ﮓﻨﻫﺎﻤﻫ ﻡﺭﺪﭘ ﺎﺑ ﺎﺗ ﺯﺍﺪﻨﺑ ﻩﺍﺭ ﺍﺭ ﺭﻮﺘﻴﻧﺎﻣ ﻭﺮﺑ 
I want you to find dad!                                                                                             !ﯽﻨﮐ ﺍﺪﻴﭘ ﺍﺭ ﻡﺭﺪﭘ ﺪﻳﺎﺑ      
These examples in the translation show the power of the main character, “Alex” who is supposed to lead the 
player. In the translation, the expressions have been translated in the form of imperative expressions and the 
imperative expressions show the power of the main character. 
The results of the current study indicate that in addition to the adaptation factors in Bastin’s (2005) model, 
politeness was also regarded as an adaptation strategy factor through “euphemism” and “showing power” which 
these two, show the ideology of the current society toward the videogame translations. Since videogames are 
deductive (as cited in Orero 2004; p.137), euphemism has been used as a way to regard politeness in adaptation 
strategy. The findings also show that translating the expressions into imperative sentences in the translation of the 
videogames represent the power of the main character. 
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